Computer Games are now a part of modern culture. By using automatic speech recognition systems (ASRS), voice driven commands can be used to control the game, which can open up the possibility for people with disabilities and age related problems to be included in game communities and use the service offerered. Conventional speech recognition systems however, do not support emotions, attitudes, tones etc. This is a problem because such expressions can be vital for gaming, especially as the majority of the users to be considered for this operation are elderly adult. For instance, if a command is uttered in a low pitch the character in the game can act differently than when it is voiced in an elevated pitch. The traditional voice controller for such operation is usually based on logic or a probability supported algorithm that can serve the purpose but has certain limitations like long process time, cost and complexity in implementation. This paper proposes a fuzzy logic based controller to detect a user's emotion from their voice command for controlling the game in a different ways. This fuzzy logic controller can be programmed even on a microchip to drive certain voice driven actions as a built-in form of hardware. To use a fuzzy logic controller, instead of an approach based on traditional algorithms, gives more accuracy, control and efficiency when handling the user's voice input commands for manipulation.
Introduction

Computer Games in Society Today
Games are the vehicle with which society is and will change the computer. But how will the games themselves are changed by society? We can expect two processes to affect games: one is the mass market and another is the flowering of heterogeneity. In some ways, these processes work against each other [1] .
As participation in gaming increases around the world and across a larger part of the population, it is obvious that games are not only an entertainment media for children or young people anymore but games can be used to serve several purposes for all kinds of people in the society. Today's technologically inclined people are going to be older tomorrow, and they would not like to be excluded from future services for instance games, just because of design issues associated with the game. Also, anyone can suffer temporary or permanent disabilities regardless of age and it would be unfortunate to exclude them from using games. Moreover, both the human death rates and birth rates are generally decreasing, which results in an age distribution with a large number of older people (disabled or not) in the society in the near future. So the game industries should be concerned with such issues, so that they can include these groups of people and offer them properly designed services.
Using Human Modalities in Game Design
The advent of the information society, along with the emergence of novel technological paradigms such as mobile or ubiquitous computing, ambient intelligence, and the "disappearing computer", raises new and stimulating scientific challenges in research on multimodal human computer interaction (HCI) [2] . New input/output modalities and forms of multimodality are hence needed to provide easy and effective access for all users, including the very young and the elderly, as well as people with various types of disabilities; in all contexts of use, especially in mobile interaction with embedded systems, wearable computers, and augmented everyday objects integrating aspects of intelligent interactive behavior [2] . It is thus a wise approach to use different human modalities for controlling games.
Background
Game Controller
A game controller is a device used for controlling the playable character or objects or otherwise providing input in a computer game. The controller is usually connected to a game console or a computer by means of a wire, chord and nowadays also by means of wireless communication. Typical game controllers are keyboards, mice, joysticks, game pads etc. There are also special purpose devices such as steering wheels or foot pedals. The principal function of a game controller is to control the movement or actions of a playable body-object or otherwise influence the events in a video-or computer game. There is health concerns related to game controllers such as risk for injuries like repetitive strain injuries or carpal tunnel syndrome hence they need to be designed ergonomically to give best possible relaxation of hands and mind. However, certain groups of people have limited accessibility or no accessibility at all to such game controllers because of their physical limitations. Alternative ideas for game control are therefore important to consider for such groups of people.
Speech Technology
Speech technology seems to provide new opportunities to improve the accessibility of electronic services and software applications including games, by offering compensation for the limitations of specific user groups. These limitations can be
